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QUICK START RULES 
A. Loading the Program 


Boot your game disc. If you are using an Apple III, you must first enter 
Apple Il Emulation Mode. If you have an Apple II with Pascal, you must 
use your basics disc. You will be required to answer the following 
questions: 


DO YOU HAVE A COLOR MONITOR Y/N? 

HEX DRAW Y/N? 

DEMO GAME Y/N? 

COMPUTER AS ALLIED Y/N? 

RATING (1-9)? 

COMPUTER AS GERMAN Y/N? 

RATING (1-9)? 

ST. VITH-BASTOGNE SCENARIO 12/16 - 12/22 Y/N? 


See the Victory Conditions section on the data card for details about the 
St. Vith-Bastogne Scenario. 


Historical ratings are 5 for both sides. Three combat points per unit are 
added per level above 5 and substracted per level below 5. See the 
chart below. 


Rating Change to CP/unit 
1 “Tz NOTE: If you save a game and 
2 —9 wish to keep the CP unchanged 
3 —6 be sure to give both sides 
4 —3 a rating of 5 regardless of their 
5 0 original ratings when you start- 
6 +3 up again to play the game. 
7 +6 
8 +9 
9 +12 


The map will be displayed with the question, NEW GAME Y/N? If you 
answer N,follow the instructions which will be displayed. 


B. Playing the Game 


There is no German Movement Phase the first turn so play proceeds to 
the German Combat Phase. If you are playing the German you will be 
asked if you wish to attack a particular Allied unit flashing on the screen. 
The Allied unit I.D. and approximate strength will be shown. If you 
answer Y to the question, you will be given the opportunity to include or 
not include each adjacent German unit in the attack. You will be given 
the chance to attack all Allied units adjacent to German units. Press E at 
anytime to exit the combat phase completely. After the units are 
selected for a battle the computer will ask the number of artillery points 
you wish to commit (if available) and the attack strategy you wish to 
follow. If you are playing the Allied and you are attacked by the 
Computer German you will be asked to input the number of artillery 
points and the defense strategy. During combat you may be required to 
retreat or given the option to advance. Simply press the number of the 
direction in which you desire to move. See drawing. 


When advancing you must first move into the 

defender’s vacated position. If you do not wish 

to advance or retreat a particular unit press F. 

2 Retreating units who cut short their retreat 

have additional losses. Play now proceeds to 

the Allied Movement Phase. To move a unit 

4 3 simply press 1-6 of the direction you wish to 

go (see left diagram) as you did during 

retreats and advances. Pressing the F key for any particular unit will end 

its movement. Pressing the E will end the movement phase completely 

for all units. Play now passes to the Allied Combat Phase which is 

identical to the German Combat Phase with roles reserved. Reinforce- 

ments appear on the map, victory points are assessed, and the turn ends 
with the option to save the game at this point. 





C. Saving a Game 


When the question, SAVE GAME Y/N appears answer Y and follow the 
displayed instructions. You will be allowed to save the game and 
immediately continue if you so desire. 


Victory Conditions 


Each side is awarded victory points according to the following schedule: 


Computer 
German Allied German 

1 1 1 per casualty point 
inflicted 

3 0 6 per unit on south 
edge of map 

10 0 20 per unit on north 
edge of map 

0 20 0 per unit on east edge 
of map 

50 0 100 each turn a unit is in 
Bastogne 

25 0 50 each turn a unit is in 
Marche or Rochefort 
(points awarded for 
each city separately) 

CP (16-Turn #/4) 0 CP (16-Turn #/4) per unit exiting the 

map 


See the map for specific locations of map edges, town, and exit position. 


At the end of each turn victory points are assessed. The last few turns 
the victory status will be displayed. Victory levels are determined by the 
score as shown in the chart below: (score = German VP - Allied VP) 


Campaign Bastogne-St. Vith 
Scenario Scenario 
Score Victory Status or Level Score 

50 or less Allied Strategic Victory 50 or less 

51 to 299 Allied Operational Victory 51 to 174 
300 to 699 _~_ Allied Marginal Victory 175 to 324 
700 to 949 ~=German Marginal Victory 325 to 424 
950 to 1199 German Operational Victory 425 to 699 
1200 or more German Strategic Victory 700 or more 
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UNITS 











ABBREVIATIONS ALLIED 
INF — Infantry VG — Volksgrenadier 
ARM — Armor (Mechanized) (infantry) Name _ ugg : 
AIRB — Airborne FGR — Fuehrer Grenadier 
CALV — Armored Calvary FBE — Fuehrer Begleit 2nd INF DIV 80 At Start 
(Mechanized) REG — Regiment 99th INF DIV 75 . 
FJ boda ey aie Ath INF DIV 75 
PZ is Panzer (armor) BATT — chan 106th INF DIV 35 
(Mechanized) XXX / 28 — XXX regiment of 112/28 INF REG 20 
PZGR — Panzer Grenadier 28th division 110/28 INF REG 20 
(armored infantry) CCA — Combat Command A 109/28 INF REG 30 
(Mechanized) CCB — Combat Command B Oth INF DIV 75 
CCR — Combat Command R CCA/9 ARM REG 45 
CCB/9 ARM REG 35 
GERM AN CCR/9 ARM REG 35 
14th CALV REG 30 
Combat Date of Entry/ CCA/10 ARM REG 40 16th/18 
Nee Points Entry Hex CCB/10 ARM REG 40 16th/20 
CCR/10 ARM REG 40 16th/17 
277th VG DIV <, At Start CCA/7 ARM REG AO 16th/10 
e72nd VG DIV 50 : CCB/7 ARM REG 40 16th/9 
326th VG DIV 50 CCR/7 ARM REG 40 16th/8 
12th VG DIV 55 82nd AIRB DIV 70 16th/28 
560th VG DIV SO 101st AIRB DIV 70 16th/24 
18th VG DIV 35 1st INF DIV 75 17th/10 
62nd VG DIV 50 30th INF DIV 70 19th/8 
26th VG DIV 65 3rd ARM DIV 100 20th/6 
352th VG DIV 65 4th ARM DIV 100 20th/21 
276th VG DIV 55 43rd INF DIV 65 20th/7 
212th VG DIV 65 British 
3rd FJ DIV 70 29th ARM BRIG 45 21st/26 
5th FJ DIV 70 British 
116th PZ DIV 100 80 th INF DIV 70 21st/20 
2nd PZ DIV 100 5th INF DIV 70 21st/19 
LEHR PZ DIV 100 84th INF DIV 70 21st/5 
ist SS PZ DIV 115 26th INF DIV 55 21st/22 
12th SS PZ DIV 115 16th/13 énd ARM DIV 100 22nd/2 
3rd PZGR DIV 75 16th/12 GDS ARM DIV 100 22nd/1 
150th PZ BRIG 45 16th/11 ee 
9th SS PZ DIV 115 18th/14 dog SoG - icemes 
2nd SS PZ DIV 115 18th/13 33rd ARM BRIG 35 22nd/3 
FBE PZ BRIG 50 18th/12 British 
79th VG DIV 60 22nd/16 75th INF DIV 70 23rd/25 
15th PZGR DIV 75 22nd/14 51st INF DIV 65 24th/4 
9th PZ DIV 100 22nd/15 British 
FGR PZ BRIG 45 22nd/13 35th INF DIV 70 25th/23 
167th VG DIV 55 24th/15 83rd INF DIV 70 25th/6 
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